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Abstract 
The research sets out to investigate the effect of group plays on the development of the creativity. The statistical universe of this 
research consists of six-year children. The research project of the study was the experimental design. The children were divided 
into 2 groups. Both groups participated in the creativity pretest. Then the experimental group had trained through the group plays 
and after the completion of training both groups participated in the post test. The results show that group plays increase the score 
of children’s creativity. 
© 2009 Published by Elsevier Ltd.
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1. 1. Introduction 
Scarcely anyone questions the role of creativity in contemporary world. The mass of changes in technology, culture, 
as well as the growing complexity of the reality around make algorithmic obedience of common schemes and 
multiplication of activities that worked in the past be not enough in effective functioning. Greater and greater 
importance is assigned to abilities of individuals to actively create the reality that surrounds them—not only by 
creating eminent works or proposing new scientific solutions, but also by everyday creations, rendering the nearest 
environment more effective, as well as improving and modernizing whatever is around us. 
Today, in order for students to step into the era of knowledge and to face amazing changes in the 21st century, they 
should have gained mastery over critical and creative thinking. (Keivanfar & Nasr Esfahani, 2001). 
Society’s progress and development depends upon motivated, creative and curious children; also the society needs 
adolescents and youths who can change the face of the future; and finally, it needs the support and positive 
contribution of its adults. The result of such combination would be creativity and development (Sam Khanian, 
2002).
The application of games to learning can be enjoyable and exciting (Michel Smith, 2004). 
Today, creativity and its development in children, especially pre-primary school students, has become the focus of 
much attention among education scholars. Therefore, creativity in pre-primary school students is defined as an 
approach to thinking, practice or making things that are new to children (Gardner, 1995). 
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With the rapid increase of problems in the world the need for innovation and creativity grows more and more. We 
need people who use their intelligence and creativity in order to bring about constructive changes. (Mofidi, 2005)   
Playing creates physical and mental preparedness in children required for accepting different learning materials.  In 
fact, it activates physical and mental forces in order to achieve success, and because of this, psychologists have tried 
to design different games in order to develop education (Khomarloo, 2006). 
In tests applied by Tornes and Gilford based on diverging thinking, four factors have been considered: 1.flexibility, 
innovation, fluid Intelligence, expansion (Triffinger, 2005).  
Moreover, happiness causes humans to be activated; therefore, if the teacher could mingle training and playing, it 
could be very fruitful. Playing is a means of meeting emotional needs (Sadeghi, 2005).  
We can say that creativity have been the basis of development and survival of societies, and in every age and period, 
only those societies that allowed the growth and development of creative people have been able to achieve desirable 
cultural and scientific development. When the important role of creativity in the prosperity of the society becomes 
clear, then the role of education in developing the creativity of children, who are the precious assets of the future, 
becomes obvious. The growth and development of creativity begins from pre-primary school years; during the same 
sensitive years, the children’s physical, mental and social development reaches its peak. 
1.1Review of literature 
 In a research, Hejazi (2007) compared teacher-centered approach with children-centered approach and their impact 
on pre-school children of Tehran, and then he concluded that to increase children's creativity, the child-centered 
approach is more appropriate. In his research titled ‘the effect of game and physical activity on the pre-school 
children's activity changes’, 
Mitt G. (2006) has conducted a research titled “the effect of games on children's visual and verbal creativity" the 
results of which showed that games can increase children’s creativity 
 Mirsadeghi (2004) concluded that engaging children in artistic creativities can increase children's score on 
creativity. 
Salman (1993) has concluded that the rate of the mental development in children who have done educational games 
(experimental group) is more than those who have not done these games (Control group). In his research tilted "The 
effect of arts activities on the development of pre-school children's creativity",  
1.2 .Research hypothesis
1. There is a difference in the extent of creativity of the children who have been trained with games and that of those 
who have not been trained with this approach. 
2. There is a difference in the extent of verbal creativity of the children who have been trained with games and that 
of those who have not been trained with this approach 
3. There is a difference in the extent of Pictures' interpretation creativity of the children who have been trained 
with games and that of those who have not been trained with this approach. 
2. Research Method
The present research is an experimental research with pre-test and post-test and with control group. In this plan the 
testers are selected randomly and, selected testers in both groups are measured by the pre-test before running the 
independent variable 
Statistical population, Sample size, and sampling method   
The statistical population of this research includes all the 6-year-old children from Shiraz who have registered in the 
kindergartens in the academic year 2005-2006. The sample size of the present research consists of 60 children 
randomly divided in 2 groups: Control group (30 children) and experimental group (30 children). The sampling 
method in the present research is the clustered multi-stage sampling method. 
2.1. Research tools 
For measuring the creativity of the children in the present research, the Jean Luis Salie's test was used. This test can 
be carried out on 5-12-year-old children. In order to test the reliability of the Jean Luis Salie's creativity test, the 
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Kronbakh Alpha coefficient was used. The results were 0.86 for verbal creativity, 0.86 for the image completion, 
and 0.78 for image interpretation. 
2.1.1. The way of creativity Test scoring 
Table 1. The way of creativity test scoring 
3. Findings 
 The results of the research finding are provided briefly in following diagram:
Table 2. First hypothesis Descriptive index for the two groups 
Table 3. First hypothesis: the mean comparison of the two groups 
3.1. Analysis of results
Based  on  the  results  showed  in  this  table,  we  see  that  the  calculated  T  is  larger  than  the  critical  value,  and  this  
difference is significant at the level of 0.05; therefore, the zero hypothesis is rejected and the original hypothesis is 
confirmed. 
Pictures' 
interpretation 
Pictures'compilation Verbal creativity 
Count different 
interpretations 
that tester is 
shown for the all 
12images 
Count pictures that have 
been completed and have 
the following conditions: 
1.They show something 
that tester can define 
2.It is not like to one of 
the drawn images 
Count said words ,then obtained number 
convert standard scores 
Standard 
score 
Test 
score 
Standard 
score 
Test score Standard score Test score 
1
2
3
4
5
15 -0
24-16
31-25
39-32
48-40 
1
2
3
4
5
7 -0
13-8
19-14
24-20
29-24 
1
2
3
4
5
12 -0
20-13
27-21
37-28
46-38 
Statistical 
indicators/groups 
Total Mean Standard-deviation Standard-error  
experimental 30 6.20 1.827 0.33
control 30 1.93 1.61 0.295
index/variable Means difference 
In quite the 
freedom 
T
Significant 
level 
Creativity 9/57 58 4/26 ./.11 
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Table 4. Second hypothesis Descriptive index for the two groups 
Table 5. Second hypothesis: the mean comparison of the two groups 
3.2. Analysis of results
Based  on  the  results  showed  in  this  table,  we  see  that  the  calculated  T  is  larger  than  the  critical  value,  and  this  
difference is significant at the level of 0.01; therefore, the zero hypothesis is rejected and the original hypothesis is 
confirmed. 
Table 6 .Third hypothesis Descriptive index for the two groups 
Table 7. Third hypothesis: the mean comparison of the two groups 
3.3. Analysis of result 
Based  on  the  results  showed  in  this  table,  we  see  that  the  calculated  T  is  larger  than  the  critical  value,  and  this  
difference is significant at the level of 0.01; therefore, the zero hypothesis is rejected and the original hypothesis is 
confirmed. 
Research findings in this study, which are confirmed by the Matt G research, show that game-supported teaching 
methods can increase the creativity in pre-school children. The findings of this study are consistent with those in 
Hejazi (2007)’s research. If we consider teaching by games approach as an active method, we come to this important 
conclusion that child-centered methods and game-aided teaching is the important factor in children's development 
and it can raise their creative thinking.  
Findings of this research are also consistent with those in Mir Sadeghi (2004). In other words, game-aided teaching 
and free activities have the same effect on children's creativity as that of artistic activities. Generally speaking, the 
findings of this research indicate that creativity is not created in vacuum; rather, it requires the existence of all the 
favourable factors which have a significant role in its development. Also, the findings of this research are consistent 
with those of Salman’s.  
Unfortunately, when children are exposed to traditional instruction environments, they are expected to give 
preordained answers to questions, hence their creativity decreases gradually. Therefore, it can be said that all people 
have potential creativity, but various factors, including teaching methods and patterns, increase or decrease this 
creativity.    
Turens's research results confirm the findings of the present study because Turens found that the characteristics of 
the coach and his training methods can influence the creative thinking, and the use of child-centered methods and 
not emphasizing on preordained patterns as well as the type of class organisation are all positively effective on the 
development of the creativity of the students. 
Statistical 
indicators/groups 
Total Mean Standard-deviation Standard-error  
experimental 30 7.43 1.43 0.261
control 30 1.73 1.65 0.302
index/variable Means difference In quite the 
freedom 
T Significant 
level 
Creativity 5/70 58 14/24 ./. .2 
Statistical 
indicators/groups 
Total Mean Standard-deviation Standard-error  
experimental 30 1.73 0.90 0165
control 30 3.23 1.65 0.298
index/variable Means difference 
In quite the 
freedom 
T
Significant 
level 
Creativity -1/50 58 -4/39 ./. .3 
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4. Conclusion
The researcher believes that playing games during childhood has the most effective role in learning, and it can be 
considered as an indirect, educational opportunity for the development and enhancement of creativity; therefore the 
coach should consider the spirit of games in training activities. It can be acknowledged that game-aided teaching can 
be effective on the development of the creative individuals, and games can foster the imagination, independency, 
self-esteem, and creativity in students. It increases their self-confidence in critical thinking. This approach positively 
influences the children’s performance through paying attention to their needs, interests and capabilities. 
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